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Yes, we reported the correct spies for the PS2 months before anyone else J 
role, we neb. were the best, the top bogs, the big cohongas and bitter tbe 


The reviews are back In style this issoe with nine I . i 

SPorts:> pB7 


By the time you read this issue. I will have just returned from a trip te Takye, Japan 
where Sony is hasting a party in celebration nf the 5D millionth PlayStation sold (that's 
worldwide — quite a feat in itself). While this is certainly nothing to shake a stick at. there’s 
a lot of canjectore and rumor floating about that they might actually take this opportunity 


time. If this happens, believe me, I will be elbowing my way to the front of the room in order 
to get a first-hand look at this amazing new marvel of gaming technology. If not, I won't 
be ton disappointed either, as we all have to remember that, even if it is displayed, 
gamers stateside won't be playing in the comfort of their living rooms before the year 2,000. 
In the meantime, we might as well seize the day and enjoy same of the amazing PlayStation 


Legacy nf Kain, GEX 3, Ehrgeiz. FFVIII and CapcDm' 
(see Expecting for the first exclusive shots and ini 


orror game, OinD Crisis 
exciting new game), to 


iw off the top of my head. In any event, look to the ne 


, what have we got for you this month; you ask? How about EXclusives on Fox Interact™ 
oc 2. ASCII's Fighter Maker, SCEA's Bloody Roar 2 and Square EA's Ehrgeiz and Final Fanta 
I? What about interviews with RealSports on Jeff Gordon XS Racing and Rockstar i 


Publisher Cave makes himself heard once again and, as always, gets 
Just do me a favor; address all your hate mail to him. 

As always, thanks for reading, we hope you enjoy the issue and we’ll sei 
you in thirty. 
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iS a bad thing because graphics do'mot a good game 
make, but it jeems^n this case, it does, and seeing that 
Sony H^s not released any info on its new system, things 

q a Dreamcast owner myself 1 can honestly say the 
«a of 32 beaming is cOming to a close. As for Sonic 
being(jflealike" (whatever that means), and having 
horrible control, l would have to say that 1 have not 
experienced any problems with the game (minus'some 
camera worlcthat will be fixed for a US release). 
Havingall thfe systems that have ever released state side, 
and most of the really gifeat games that have released 
with ijiem, Sonic is in (he upper tier, if not one of 
hie bestThe music, graphics and gameplay are incredible 
3pd, after showing ft to three friends of mine, they have 
all opted to sell their Sonys to get one, keeping in mind 
that they were once all hard-core Sony fans as you 
are. Nj)t bad for a game "with jro sense of adventure". 
Obviously, you did not play the game to the end where 

jjdventWe do you need? j mean come on guys, nothing 
before this game minus Zelda has ever stirred such 
emoticto and|espect. Sure its a little gjitchy, but is was 
rushed to market, in record time. 

As for die rest of the software, Ed was right again, VF3tb 
A astounding, and the best fighters on Sony’s machine 
dbn’i even dome close, it is a remarkable conversion 
consicforing Its development time (6 months), and it 
yyas riot made by Am2. And, yes, l have played just 
about tevery filter out there, nothing commands respect 
(ike rfjs gan\p does'. 

lastly ^ve come to Sega Rally 2, by far the most beautiful 
racer on any machine, l have showed the game to several 
people, mostly to Gran Turismo’ nuts to get a response, 
and almost all of them were in racing heaven. Not bad 
for a machine that "Soriy and Nintendo have nothing 

Pcwerstone, Get Bass, House of 
the Ofiad 2, or tons of o ( ther arcade perfect software 
mat is'soon to be released. Better than Model3, you 

Subscription to your migazine, after reading several 
pther flags it is obvious'that you are biased towards 
Sega, (sic) (Uh, l thmkyou misunderstand the concept 
tj!d.) Where they Jiave praise^ the machine (Next- 
(Qeneration,GamersiRepublic, Gamefan, etc.), you seem 
A) be the only publication that has had an ill response, 
to thejpointipf insult. 

Oh yeah, by the way, my PlayStation and my Dreamcast 
share equal space'in my entertainment center, they 
seem ® get along just fine. 


(or Sega) m all honesty ; but we are a PlayStation- 
specific magazine, so you're going to be hard-pressed 
to find us singing the praises of Sega'ss 
pages.Asfarasxairate, 
launch in Japan was not a , . 

half of the promised games were delayed by months 
and the ones that did make it to launch were rushed 
and incomplete at best We personally feel Sonic and 
Bally are the best so far, but two-to-three great games 
out of nine isn't the best record. Only time will tell 
whether or not the Dreamcast will be a success, but 
rest assured, Sony isn't just sitting back and 


When l opened up my friends PSExtreme issue today, 
l received a little paper that said "GET 6 FREE 
MONTHS OF PSEXTREME." Now, does this mean 
that l get 6 issues, then l HAVE to subscribe, or can 
1 have the option of subscribing or not after my 6th 
issue? (I still will probably subscribe anyway, b 


public ^pini^n 

franchise was going into the hands of 989, l nearly 
cried. I've seen what 989 has done to my best friend's 
dearly loved Twisted Metal series, and l just hope 
that 989 doesn’t screw this one up. I know this probably 
wont get printed since I'm putting down the 989 
franchise, but l just thought I'd inform you anyway. 
Thanks, and keep up the EXCELLENT work. Peace. 


all, they did bring us Syphon Filter. Our inside sources 
' * to be amazing. We'll let 
we get something playable. 


With most mags, after the trial issue, you have the choice 


Josh Springer 

Near the end of your six month sub, well send you a 
letter asking if you would hke to subscribe fora full 
year for $21.95. U you don't respond, youH never hear 
from us again and you definitely won't ever receive 

Dear PSExtreme, 

In last month's issue you had rated the Game Ice 
accessory. At the end of the review you were going to 
reveal the web site to order it on and the message was 
cut off. I would like to order one and 1 would like to 
know the web site to go to. So, would you please supply 
me with that information. 

Thank you 


Super Mario Alloy is due for release on April 1st 

Dear PSExtreme, 

l have nothing to do but read old PSEX's and play 

PlayStation. So l decided to write. 1 have some questions 

for the mag guys. 

1. Wry was this not published? 

2. Are you sure Twisted Metal 111 isn't compatible with 
multi tap? My multi tap works fine with TM3. 

3. Do you know what the advanced attack code for 
invisibility in Twisted Metal III is? If so, what is 

4. Do you like ketchup, l like ketchup. Pikachu 
(poke'mon) also likes ketchup. 

5. TM3 rocks. I don't care what you think. 

6. How did you rate South Park? 

7. One more thing l have to say, PSExtreme rocks! 


PS: Say “Hi” to lonely old Greg 




■ Wendy Ditizr 


Dear PSExtreme, 


4. We hke catsup. 

5. Okay. 

6. “R”or "Mature.” 

7. Thanks. 


While just about everyone in the Dimension Publishing Hey guys, I'm 
offices coughed up the hefty amount of cash to buy up? I wrote in 
the system and the four games when it was released, 


ire, JetMoto Junkie! What’s 
lonths ago to ask where Jet 
Moto 3 was, and you told me it was being made by a 

about it, and eventually found out that it was going 
tobemadeby,darelsayit,987STUDlOS!!!!!!!Now, 
I've always preferred EA and Singletrac over 989 any 
day, but when 1 found out that my beloved Jet Moto 


Address all *\ail -fo-' 
EKMMI 

bitoShSioo t >u bli s V>il'J 
ii?5 C\>ess bi'lra. V*rfe t 
Fos+er CHj. CA Wot 
e-fcvail 1 ds® -juake.neF 
Send G'lf'eg So<ne a^ail! He'S 
loneljj! OFF® ^ake.nei" 













this is the only 
gam e in town.” 


GamerzEdge 










“Top-notch arcade plaj; the "best baseball game Al”- pc Gamer 

TruPlay™AI juarantees true-to-life base running fielding and managing 

; ■ polygonal players t,i:.-.=o.sr/ 

Broadcast-style. 1:1 • •.•• •. • 

“...all the intricacies of a real game, from line drives to 
tbe suicide squeeze and tbe double switch.” 

-Family PC 

Blazingfast ijdor. z: t highlight reel 

Pro-style arfacetnatbringsyouintothegame 
•riesd-to-! ■:. Multi-player : . a LA\ modem, or Internet* 

“Ibis game feels like baseball...great gameplaj, and super Al. 
No other game does these things.” 

-PCSports Games 

New 1999 MLBPA nayer rosters and 1998 career stats 
Career Mode LncLnssi.-ssliioa:.:.'.:, aa, ="e:.=".en;an:.ns/;:a:,.i5arc3p&c:s ! ' 
■IVIaksbicc.'.a..s:a." as..; Multi-player trades Manage-only mode 

I ' I--- 

~ JT jjfr 

— X 






“This is the "best 
baseball game, 
satisfaction 
guaranteed.” * 

- Trip Hawkins. President 3D0 
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environments than ever before 
imagined will be the new standard. 
For our next issue, Greg will be making 
a trek with Sony to Japan and we expect 
to have more information for you on these 
exciting developments. While there is no 
possibility of PS2 making it to the states 
in 1999, the new millennium beckons... 

MORE RUGRATS 


R4 ON AGAIN 


WE JUST tO¥E IT WHEN WE’RE RIGHT 


we Just keep buying games 
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AND WIN BIG PRIZES! 


WE HAVE A WINNER! 

A big congrats to this month’s winner Lai 
Schmitt from Parts Unknown for these 
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Driving on the ground is so 90's. 
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Holy Mackerel\ 
even my heir hurts, 




PIIXIO CRISIS 


LOST ll\l TIME 











































































Get reacquainted with an all-new GEX. 
And his Miss Adventures. 

GEk? 

(cjover rfjtic£o 














EVIL ZONE 



IMPORTANT SAFETY NOTICE 
PlayStation® Game Console Consumer Advisory 
Electrical Power Cords 

Sony Computer Entertainment America (SCEA) and the Consumer Product 
Safety Commission have received a very small number of reports of potential 
shock hazards related to the failure of the electrical power cord for the PlayStation 
game console. While the incidents are rare and have been isolated, SCEA would 
prefer to err on the side of caution and urges parents to inspect the electrical cord 
that attaches to the PlayStation game console. If the connector on the electrical 
cord that plugs into the game console is cracked or broken in any way, please 
discontinue use of the cord immediately and contact a SCEA Customer Service 
Representative at 1 -877-665-7669. SCEA will replace the cord without charge. If 
you are unsure whether there is a problem with the electrical cord, please do not 
hesitate to contact a Customer Service Representative at the same number. 
































Can you land a lunker? There’s no need to exaggerate the size of your skill, with Fisherman’: 
Bait you can prove ill Number One Rated arcade game now on PlayStation s Two player 
versus mode - fish against a friend. Dual Shock function lets you feel the bass biting 









DEEP COVER GECKO 











of Bond's Monneypfiny, and GEX's butler, EXRA Tl 

Alfred, who helps GEX make it through the v 
game with timely gameplay hints. (Presumably,. - GB^ to find the three 
he alsp'nelps i feEX'lfTand out of his 'many sfecr-pt objects in the 
costumes.and dusts the GEX cave.) level that allow him to 

That's rigHGEX|ras a new center of operations, £ 'play the three mini- 
complete with training facilities. This is where games (^cid^rnplishing 
level entrances are accessed. this allows GEX to 

By ijiyjpount, there aj-%24, unique levels in the collect one of the three 
game,Including secreflewels and borSsfevels. exit remotes to be foun 
The gameplay picks up where the last ganie ..And, of c&jrse, there is t 
left oily with a few noteworthy changes. Tf^jT oack for his third gig as 
remote control; system has been changed, promises over 1,000 m 
significantly. In'fiiter the Gecko, there were red and celebrity imperso 
exit remotes and two different silver remotes Gecko. From the small 
(hidden and collectible) per level, and, gold taste I've had so far, I 
remotes that were awarded for beating boss think it is safe to say 
and bonus levels. In Deep Cover Gecko, only that you are going to , 
the red exit remotes remain. While the game feel a strong Austin 
features a number of secret and bonus levels. Powers influence in the 
they are now accessed by collecting coins, new game. Then, 
specifically: Paw, Fly and Bonus coins. New there is the music. I 
levels are still unlocked by getting red remotes, thought the music in En 
New levels/costumes in Deep Cover Gecko good, but the guys lo 
include: costume changes that put GEX back themselves this time. In 
in the old west, ancient Greece, in the middle have been able to play 
of Roaring '20's Chicago, taking Jack's place adequately, the music 
on the beanstalk', partying with Rudolph as has been unique to 

he works on his red nose in a Christmas each level, with a lot 

nightmare, re-living GEX's experiences in 'nam, of variety. Therefore 
cavorting with pirates orilbe Caribbean, and very lew games where 


: of the few. 
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(g RIDGE RACER TYPE 4 

> PUBLISHED AND DEVELOPED BY HAMCO 








If it seems like some time has past since 
we saw the last racing title from Namco, you 
might want to turn your calender back to April 
of 1997. Yup, TWO long years have gone 

Vry ( and ten t.imp q that man y T aping game s) 

since Rage Racer was reviewed in the 
pages of PSExtreme (by your’: 
truly, of course). And, come ti 
think of it, 11 

thatl Anyway, a lot of good racing games and franchises 
nave come and gone since Rage Racer made its debut — let’s 
take a look and see how well Namco has spent thier develop¬ 
ment time, creating the latest in the “Ridge” series, “Ridge 
Racer Type 4”(R4). 

First of all, let’s talk about what you get when you 
buy your limited edition R4 bundle: a R4 game disc, a Jogcon 
controller, an original Ridge Racer game disc that plays 
at 60 EPS, and playable demo’s of some of the hottest Namco 
games available (like Tekken 3). Shoot, that’s a load of 
stuff there, Billy Bob, and each piece is worth a separate 
look. Obviously, the R4 game is the reason to get the bun¬ 
dle in the first place, but there are a lot of folks out there 
that would argue the Jogcon is worth the price of admis¬ 
sion alone. I, however, am not one of them. This new con¬ 
troller basically puts a mini-steering wheel where the two 
analog sticks would normally be. The device is operated ! 
by your left thumb, keeping your left index finger free 
to use the LI (shifting) button. Your right hand does the 
usual right hand things (accelerator or “acceleratrix” as 
Mr. Bums would say, braking, and camera changes). The 
Jogcon features a built in force feedback that makes the lit¬ 
tle wheel shudder when you ram into something, and it 
violently throws itself back and forth when you spin out of , 
control. The Jogcon is certainly a nifty little accessory, and 
ma k es playing the game an entirely different experience. 

But, call me “old school’ — I like the feel, comfort, and 
precision of the standard D-pad (you can also use the analog if 
you so desire). I tried the Jogcon for a couple of hours, but nevei 
got totally at ease with it, and my lap times couldn’t compare witl 
the times I would achieve when using the D-pad. 

Anyone at all familiar with the Ridge Racer series will be able to pick 
up R4 and instantly have some success. The same two types of cars are 
there (those that grip and those that power-slide) for your driving plea¬ 
sure, and the braking and the sliding are just like you remember. The game looks 
much like Rage Racer, with its darker colors giving the game a more “grown up" 














feel than the bright, arcade style look of the EXRA TED • Page 49 

first two Ridge Racer games. There are eight _ 

different tracks in R4, and an astounding 320 cars—hut more on that later! 

The basic racing premise in R4 is to complete the grand Prix and take home the trophy. 
First, you pick a racing team (there are four — France, Italy, USA, and Japan), then you pick 
a car manufacturer (there are also four of these, each represented by the same countries). The 
teams range in difficulty; France being easiest, USA being expert. The Grand Prix is broken 
down into three segments, consisting of two races each for the first two phases, then four 
races in the final segment. You have to come in the top three places to move past the first 
phase, then in the top two spots in the second and, finally, you have to win each of the four 
races in the “Final GP’ segment. If you don’t qualify in one of these spots, you’re given four 
chances to toy again. If you stall can’t do it, then “Game Over”, dude, 
are awarded a new car after each of the first two phases, and an additional one after the 
race in the Final GP. The significance of the upgrade to your ride will depend on how weE 
did in the previous races. For instance, in the first stage, if you came in 3rd place after 
race, you would get to move on to the second group, but your new car wiE have a veiy 
increase in its top speed (let’s say it increased 10 mph). However, if you win both of 
races, then your new car may have an improvement of 20 mph! By the time you fin- 
your first Grand Prix season, you wiE have amassed a total of four cars, and you’E be 
the chance to race the “Boss” car for that manufacturer. Once you beat the Boss 
never have to do it again, but you may find that it takes just the right car in 
so it may not be the 4th car you received from team Mappy (France), but 
inay require you to get the 4th car from team Lizard (USA). Go Lizards! 

Anyway, after having played more than 20 hours of R4, I’ve accumulated a total 
of 35 cars (out of 320, remember?). That’s roughly 10%, and to think I’ve got to 
play another 180 hours to get the rest of the cars is unthinkable. Shoot, after your 
third or fourth trip through Grand Prix mode, you’E be winning every race, and try¬ 
ing to stay awake while you do it (about a 45 minute ordeal). Now, granted, nobody 
does track design or car models as well as Namco (and some of the cars are just unbe- 
lievably good looking), but the truth of the matter is that, after you’ve played a few 
hours worth, do you really want to spend aE of the required time to find a bunch of 
cars that you race on the same ol’ eight tracks? 

The bottom Ene is that R4 serves up a good ARCADE experience, but Namco’s 
attempt at making it a simulation, in order to keep up with the Ekes of Gran Tourismo, 
has fallen way short. UnEke GT or other “simulation” type games, R4 doesn’t offer 
the gamer an abundance of chaEenges, and adding the myriad of cars only adds to 
the confusion of searching for a chaEenge. To me (and I gave it it a 98%), there was¬ 
n’t much wrong with Rage Racer, certainly nothing a 
couple of additional (and longer) tracks couldn’t rem¬ 
edy. R4, while worthy of purchase, should have have 
stayed closer to its “Real Racing Roots”. 




























When I first began playing Legend of Legaia, I was 
basically expecting an updated version of Wild Anns . 

(with the knowledge that the game was, in-part, devel¬ 
oped by some of the same team members and pro- | 
ducers). While I really enjoyed Wild Arms, I was 
pleasantly surprised to find that Legend goes was 
way beyond it. Legend of Legaia is more of a com¬ 
bination of Wild Arms and Final Fantasy VII. The 
fully rendered 3D environments are spectacular, 
making the cities and landscapes really come alive. 

The tactical fighting system adds a new feel to the 
old hack and slash way of defeating your enemy, 
by enabling you to decide what order of punch¬ 
es and kicks to throw, much like 3D fighting games. 

If a certain combination is entered, it’s possible to 
uncover one of many “fighting arts”; secret com¬ 
binations of moves that, when linked together, form 
a powerful attack. Imagine, if you will, being able 
to do a limit break at any time with a multitude of 
possible combinations that can interlink. If you have 
enough energy, it’s possible to chain multiple fight¬ 
ing arts together. Every time you uncover a fightings 
art, it’s then added to a list which can be pulled up |> 
at any time during a fight. In addition to the tactical 
fighting system, the magic system contains spells that \ 
resemble the awesome summoning spells we all know * 
and love from FFVH. What this all trai ' ' 

BPG with the sweetest of eye candy. 

Legend of Legaia supports the Dual Shock controller, 
which really enhances the fighting system. With the a] 
priate force feedback, you feel all the hits, fighting arts, ana 
magic, which grow stronger as you deliver the more powerful 
attacks. The game also utilizes the analog thumbstick, allowing 
you to maneuver easily in the world and dungeons. But, I prefer 

it. 












rate seems, in my opinion, just a lit- EXRATED • Page 51 

tie too high. Expect to run into attacks — — ■ 

about every ten steps or so, translating into a somewhat frustrating experience 
when you are just trying to get from town to town or fulfill a sub-quest. 

In terms of the storyline and setting, Legend of Legaia presents an involv¬ 
ing yet simple plot that just about anyone can get into. It starts off in the tiny 
village of Rim where the hero, Vahn, has to protect his family and friends by 
defeating the invading monsters that live in an evil and mysterious myst. By 
reviving the town’s decaying Genesis tree, he discovers their power against the 
mist, and decides to set out on a quest to save the world by finding and reviv¬ 
ing ail of them. Along the way, he meets up with two other companions: Noa, 
an orphan raised by a talking wolf and Gala, a fighting monk. The main 
quest to find the Genesis Trees, with a couple of mini-games and sub-mis- 
accomplish along the way. 

linear — with only one way to go and 
you progress further, you’ll find this 
to the different systems and play 

becomes much more non-linear, allowing you to go to any city you want, 
progresses, certain objectives must be accomplished in order to 
the storyline, and certain events unfold which play a big part in 
development of the story. 

The dungeons start off relatively easy, but get progressively harder. Not 
the third dungeon or so, do you have to start to really worry about 
mapping them out. The puzzles also progress in a similar fashion, with the 
typical, “search for the key to a certain door” type in the beginning, to find¬ 
ing the right sequence on a gateway (pretty hard) later on. This learn¬ 
ing curve allows first time RPG players to progress without getting stuck 
early on, while giving experienced RPG players a satisfying run for 
their money. 

Legaia has the makings of a top ten game and, with its early March 
release, it’ll keep hard-core RPG players happy and satisfied. You can eas¬ 
ily get lost in the game’s stray and find yourself with 60 hours racked up 
before you know it. I would also definitely recommend this game to any 
of the younger players out there. It’s a nice title to start with because there 
is no adult content to really worry about and the game guides you by 
the hand in the beginning. As a whole, Sony’s Legend of Legaia should offer 
a great experience for both old school and new 
comers to the RPG genre with a solid story, a 
great new tactical fighting system and a very, 
very nice graphic presentation. Check it outl 
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PUBLISHED AND DEVELOPED BY NAMCO 
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:C GUARDIAN'S CRUSADE 


PUBLISHED BY ACTIVISION —DEVELOPED BY TAHSOFT 




pleting this simple task, he meets 
baby monster (Baby) that looks to 
spring of Barney. And, like Barney, Baby loves Knight. 
To Knight and Baby set off on a series of 
ures that lead to Baby’s home, and then, eventu¬ 
ally, like any good BPG, the opportunity to save 
the world from utter destruction. 

The story is simple enough, as is the game- 
play. The interface is very straightforward with 
all the standard RPG elements. The only thing 
missing is magic. Instead, Knight collects “Living j 
Toys”. Now, I would go as far as to dub these 
“magic” because I’ll be a chicken’s uncle If such 
iys exist without some kind of magic. The toys 
?e plentiful (somewhere in the neighborhood of 
70) and they are easy enough to collect as they 
are scattered throughout the land and seeming¬ 
ly every townsfolk Knight comes across gives him 
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AVAILABLE: 
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;g tai pu 








Take 1 part beat-em-up, mix in two 
parts platformer, drop in a little Kung- 
Fu and toss in some pretty visuals for good 
measure; Blend well, shake (don’t even 
consider stirring) and the result will 
be something similar to Tai Fu. Bart 
action game, part platformer, 

Tai Fu mixes the best elements 
of different genres to the ben¬ 
efit of the gamer. Difficult to 
categorize, hut easy to pick up and play, Tai Fu has a strange 
appeal that just keeps you coming back for more. 

Set in ancient China, when animals were intelli- 4 
gent and roamed the earth on their hind legs, the game 
follows Tai Fu, a loner who is the only survivor of 
the Tiger Clan. The clan was killed by the Dragon King 
in his quest for ultimate rule of the earth. Because 
Tai Fu is the key to defeating the Dragon King, he 
was raised in secret by another clan. This lasted until 
the Dragon King discovered Tai Fu and came after 
him. With his home destroyed, Tai Fu sets out to 
defeat the Dragon King and free the world. The stray 
is a bit convoluted, but it works. 

The world of Tai Fu is a polygon land, with envi¬ 
ronments that are vaguely similar to those in the 
Crash Bandicoot series. One large difference between 
the two is Tai Fu’s ability to roam freely about the 
land. This free roaming is a nice touch because 
the player never feels restricted or forced down a 
particular path. Not to say there isn’t a definite track 
to follow through the level, there is, but no more so 
than what is necessary to keep the player from wan¬ 
dering around aimlessly. 

Level design is well done and provides a consistent ■ 
level of difficulty throughout the game. There are never 
too many enemies on screen at once, but there will be 
just enough to provide a challenge. Enemies will also con¬ 
tinuously regenerate in certain places. This keeps the play¬ 
er moving along, because waiting around will result in ; 
steady stream of opponents. 

Each level has a distinct look and gives the player a 
ing of “being there.” For example, the first level occurs in the tern- 
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Although you can’t judge a took by its cover, 
your first impression does affect whether or not 
you’ll actually pick up the book to read it. My 


cessfully blends rudimentary computer 


game’s music, try a handful of tech- 
ho hands, wasn’t very interest¬ 
ing either. Considering that the 


, I didn’t expect that EA would pick up a game 


like this unless 1 


tain bike, and a kayak. Each vehicle can be raced in five different 
locations — Africa, Europe, America, Asia, and Japan — 
but you have to win a race in one locale before you are allowed 
to move on to the next. Each course gets progressively more 
difficult to complete within the allotted time. The name of 
the game here is time, as Rushdown relies upon a check¬ 
point system rather than giving the players a number of 
lives or a vehicle damage meter. You can run into a bazil- j 
lion boulders or a trillion trees, but as long as you reach j 


continue. 

As far as opttons are concerned, you can challenge the 1 
CPU in a championship mode, race the courses alone in \ 
an arcade mode, or compete against a human player. There 1 
are four on-screen characters to Choose from: two males and 
two females (distinguished solely hy slightly “pointier” poly¬ 
gons). However, none of them have differing attributes and 
you can’t change hair, skin, or outfit colors. There are also ! 
four equipment variations. You can use a vehicle which is equal- \ 
ly balanced; or one which favors either speed, acceleration, or 


Rushdown is good, but it could have been even better. You are * 
limited to racing against a single opponent, rather than a pack, and if 
there is no fighting or jostling of any kind. Vehicles do not sustain J 
damage, nor do the riders. The “crash” animation, in fact, is unim- ^ 
pressive. You don’t fly from your bicycle or land in a heap and, as a 
result, the game feels less dangerous. The landscapes, while picturesque, 


In the Championship mode, you must beat the computer’s best time at the end 
hree races. Because time is the determining factor, you can win two out of three 









races and still not advance if the comput- EXRATED • Page 63 

er heats your time by a wide margin in - 

the race you lose. Thankfully, this also works in reverse. As long as you stay fairly dose to 
the CPU in your losing races, you might win the competition if you can get far enough ahead 
in the Anal race. 

Collision detection seemed unpredictable. There were times when barely grazing a tree 
would halt me dead in my tracks, while at other times I flew through them with naiy a scratch. 
Colliding with a CPU opponent almost always causes one party to fall while the other contin¬ 
ues unimpeded (guess who?). It is also pretty difficult to cateh up to the computer. Even if you 
avoid all the obstacles, you lose time by not steering as precisely as possible. 

Although the direction buttons control turning, they don’t move you nearly enough, 
will need to constantly rely upon the tight turn buttons (which do not work if you are 
’ holding accelerate). There is also a jump button for the snowboard and bicycle, even 
most obstacles cannot be jumped over. The kayak doesn’t jump, obviously, but rolls 
I have no idea why, since this doesn’t help you avoid obstacles. The analog controller 
the feedback needs some fine tuning. Running over railroad tracks produced 
example, yet the controller would often buzz for no apparent reason-especially 
kayak stage. 

The water looks more realistic than in any other PlayStation game, although there is 
white water to speak of and your paddles don’t even make a splash or spray. The race 
feel realistic enough, as you lose momentum riding uphill for example, and the 
equipment attributes definitely affect performance. The replay camera was a nice 
and the ability to race your best time “ghost” in the arcade mode was appreciat¬ 
ed. I also liked the sense of progression that the game provides by increasing the speed 
and difficulty of subsequent courses. There are some excellent courses, too, such as snow¬ 
boarding at night in Japan or biking over the Great Wall of China (after Moto Racer 
and Crash, you would have expected the Chinese to put up “No Trespassing” signs). 

Ultimately, however, there is just no feeling of risk. Like a Whitewater rapids ride 
at an amusement park, it looks thrilling but once you tiy it, you realize that you are 
just going with the flow. If you can’t make it down a hill in tame, you can tay again indef¬ 
initely. I thought that the multi-player mode would add some excitement, but I was 
wrong. The two-player split screen contest causes significant frame rate slow down and 
more noticeable draw-in of obstacles and background e l e ments. As you are racing against 
time more than each other anyway, I’d recommend that two players take turns rather 
than compete simultaneously. 

The bottom line is that Rushdown is not as “extreme” as it first appears. Nor is it., 
as great of a two-player contest as it would seem, but instead works best as a solo 
Challenge. With some gameplay changes (such as ives/dam¬ 
age, better crashes, and limited fighting), it would defi¬ 
nitely have “gold" potential. As it is, however, it is still 
an eqjcyable game with a fair amount of challenge involved. 
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M!dM3M.TL OH1AL general. Well, after checking out the attendance fig- 

As I sit down to write this month’s editorial, I have to ures after the first few weeks of the NBA season, I'd 

stop playing Test Drive 5 (mostly because I can’t play have to agree With their thinking. Man, have you 

and type at the same time). After having spent What seen any of the games on NBC or TNT (or your local 

seems like a gagillion (a "gagitlion” is one more than Fox station)? I’ve watched just about everything 

a "google”) hours playing Namco’s R4 see my ■ that’s been broadcast, and all I see are empty seats 
review elsewhere in this issue - I still marvel at the in every arena. Shoot, NBC had the Lakers-Sonics on 

depth of Test Drive 5. I know this game never cracked recently and, every time they cut away to scan the 

the top ten like some of the other racing games out audience, all you saw wore the empty yellow seats! 

there, but I’ve got to believe a lot of that has to do ' Last night, I caught part of the Warrior-Clipper game, 
with the marketing of games. The EA’s and Sony’s of and there couldn’t have been 3,000 people in atten- 

the world can put a lot o< TV time (read: money) dance! Granted, neither of these two teams are 
behind their better products and see the results in going to get anyone too excited, but 3,000 people?! 

terms of the units sold. Smaller publishing companies Man, minor league baseball in the desert draws 

can’t afford to do that, and therefore you won’t see ■ more. It will be interesting to see what the NBA can 
their ad’s on MTV or ESPN. However, let’s say you are do to bring back the fans. 

one of the many game players that purchased Gran Oh, one more thing about TV and some local broad- 

Tourismo or Need for Speed III, you owe it to yourself casting... I don’t know how it is in your part of the 

to check out a game like Test Drive 5. Certainly, if my country but, in the Bay Area, we have a channel that 

review (back in the December ’98 issue) didn’t con- now broadcasts HIGH SCHOOL basketball games 

vince you to play the game, then just about nothing every Friday night! It’s amazing! EVERY week you can 

will! But, and this is a big "but ”, the game is SO see a HS game live and, over the weekend, the same 

amazing, and just gets better each time you play it, station has a Show that plays highlights from just 

it deserves. your attention. The tracks are well about every game in the area! Man, when I was in 

designed and long (about 4-5 minutes each), and school, we didn’t get on TV until we got to the state 

there’s more than a dozen of’em! Plus, you get great finals and, even then, it was tape-delayed! Kids 

licensed cars, fantastic sound f/x, and a new chal- these days - they got it easy! Eric 

lenge every time you play. You can’t beat it! aroequake.net 

OK, that’s my game of the month preamble nowon 

with some other thoughts! TABLE OF CONTENTS 

Earlier this month, we learned that 989 Sports was Pro 18 Golf • Review-....;... ....-----—p«8 

canceling their hoops game (NBA Shootout 99) due to MLB 2000 • Preview....p70 

the perceived lack of interest m the professional High Heat Baseball 2000 • Preview ...pTl.. 

game from video game players and the casual fan, in 3Xtreme- Preview.......p71 t 
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joins Vin to bring you all the action, including 
more in-depth player descriptions, stats and 
opinions to help try and recreate the ultimate 
MLB broadcasting experience. Another new 


singles hitters only). And, as an 
added bonus, most of the play- 

next month!. 

slapped onto their polygonal 
cyber-players bodies, so you 
can see the pain on their faces 
as they watch the third strike 
change-up float by for the 
game ending strike-out. 

One of the best features in 

yBB 

last year's game was the Spring 
Training mode. Well, the fine 
folks over at 989 have made 
this year’s version even better! 

This year, if you don't make the 
big club out of Spring Training, 
you can stay in extended Spring 

Training in hopes of getting hot 

enough to be called up. With 
the help of former MLB Scouts, 

^ -f 
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Just when you thought the idea of a quick-paced, arcade-style game of baseball had gone, the wa' 
named after rock bands, the 300 company is getting ready to launch High Heat Baseball 2000. The game t 
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: progression of notable games in each genre i 


The racing genre is probably the most crowded of all the 
PlayStation game categories, with no less than 60 games reach¬ 
ing the market in the past three years — and rrtore are on the 
way! Car racing games have also been a fixture in the arcades 
since the very beginning.Their popularity is probably due in 
part to America’s love of automobiles, and theirlongevity is 
likely due to the fact that the essence of a racing game is pure. 
and simple — use the controls to avoid a collision. 


THAT WAS THEN... 

The very first racing games to appear i 
viewed from a top-down perspective. Or 


person could play. Indy 800, in feet, allowed 8 people to play 
simultaneously (and, as you could imagine, took up most of 
the space in an arcade). Sprint, a more sensible Upright, allowed. 


problem-with this style was that players didn’t have mut 
time to react to course changes, and the games seemed i 
handle only 90 degree angle tums.This viewpoint evolved ! 
that the car was instead placed at the bottom of : the scret 
























































log controller.This new control would go on 
, to become incorporated into almost every 
^ subsequent racing game. SCEE’s Porsche 
\ Challenge was the first game to utilize the 
r ™ analog control, but it was a fairly sedate expe- 
J rience which limited players to die use of only 
The Analog a single type of car — die Porsche boxter. 


One of the oldest racing fran¬ 
chises was reborn for next genera¬ 
tion systems courtesy of Accolade. 
Test Drive 4 featured licensed i 




Francisco, Japan, and England as 
well as a drag racing strip. 
Unfortunately,TD4 was limited to 
just one player and the it was diffi¬ 
cult to keep up with the comput¬ 
er-controlled opponents — 
especially when you could be 
stopped by a police officer. Slightly 
less difficult, but with many more 
options, was Activision’s GrandTour 
Racing ‘98. GTR allowed players to 
race not just .sports cars and Indy 
cars but buggies, off-road vehicles, 
and rally cars as well, on 36 global 
tracks. 

Off-road racing finally arrived 
with a vengeance in the form of 
Hard Core 4x4,Thunder Truck Rally, 
Rally Cross, Need For SpeedrV Rally, 
and Test Drive: Off Road. Of these 
five, Thunder Truck Rally received 
the highest praise for its many 
modes of play, whereas the controls 
• * ’ Rally Cross and NFS: V-Rally 



Motorcycle racing fans weren’t 
left out either. VMX Racing, the first 
motorcycle game to appear on the 
PlayStation, was a decent racer but 
it paled in comparison to Moto 
Racer. This game offered both dirt 

two-player split-screen racing, and 
tight controls with a quick frame 
rate. Jet Moto 2, a sequel to the hit 
hybrid racing game, added many 
new tracks which stretched the 
imagination and added to the 
already high level of difficulty [The 
“Greatest Hits” version, released in 
1998, sped up the frame rate, 
cleaned up some graphics, and 
unlocked all the tracks — making 
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The PSltfreurc Historical Ranking Chart 

The EXCAVATE section is where we dig up 15 months worth of ratings and present them on one easy-to-read spread, along with a 
little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for those 
older games that you might have missed (or wish you had). 





















































































































































































































































































You thought you’d gotten rid of me, didn’t you? While Sega went from a market 

bout a year ago, I decided that I had run out of basement dweller and Nintendo sc 


things to say and hoisted the responsibility of the 


ne this audience (8-14 year olds), Sony has made all the 



read EXNews and that you are now aware that 
the PS2 spec’s that we reported on back in our 
February‘99 issue were, indeed, accurate.Well, the 
next PlayStation looks to be the revolutionary 
product that we thought it would be We have never 
been driven by a need to report rumor in the guise 
of fact, or to get too over the top about new 

the context of the video game industry. We have 


all made your hardware decisions 
of you are too busy concentrating 
f about what Sega or Nintendo 

Dth Greg andTspent $ 1,000.00 
hands on Sega’s Dreamcast when 
id, we felt that voicing our opinions 

PlayStation owners are going to have Dreamcast 
info, shoved down their throats for the next year 
by magazines that, like Seymour in the “Little Shop 
of Horrors”, can’t wait to digest the next‘big thing’. 

All of us at PSEXtreme are rabid gamers... we 
don’t just play PlayStation, but are well-versed on 
every game system that has ever appeared in the 
marketplace. A number of you questioned the 
accuracy of our technical specifications on PS2 and 
took issue with our condemnation of Dreamcast. 
Well, guess what? Our spec’s, based on Sony’s 
presentation at a trade conference, with regard to 
their joint effort with Toshiba in the creation of a 
next generation gaming platform (see EXNews, 
this issue), were right on the money. 55 million 
polygons per second folks! Sony has been doing it 
right for over five years now, and I don’t see an end 


hardware, they go to their local electronics shop 
and pick stuff off of the shelf (the Genesis, Saturn 
and Dreamcast were all developed around chip 
technology that had already been readily available 
in the marketplace prior to Sega launching their 
game systems).There is no possibility of producing 
anything radically different from what the market 
is currently experiencing when you take this kind 
of approach to product development. Sony, on the 
other hand, has relied on the technical expertise 


gaming technology that will solidify Sony’s position 
as the global leader in electronic gaming. 

hurt me. Hey, I believed the hype and dropped a 
grand on Dream-ware.Yes, Sonic and Rally 2 look 

BORING! I, too, was a big^enesis player and, to 
this day, Sega has made some of my all-time favorite 
arcade games. But, the arcades don’t drive home 
gaming anymore... it is the other way around.And, 
Sega has, in the way of product development, 
nothing but arcade games (and the one game every 
two years thatYuji Naka’s team can produce). 

The facts are these: Sega has been out of the 
game for over five years in America, they have never 
been able to gain significant market share from 
Sony and Nintendo in Japan, and the only pro-Sega 
continent (Europe) has made the jump to 
PlayStation in a big way. Where is Sega going to 
succeed,Antarctica? 

An open request to anyone that is intrigued 
by the reported power of Dreamcast;Wait for 
PlayStation 2 (you can bet that it will be out in 
2000) and, in the meantime, go buy Crash 3, Syphon 
Filter, Medievil, Metal Gear Solid,Tomb Raider 3, 


Dai/e 

duiindinglquake.net 
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6et a Uti copy of Crash Bandicoot 2: Cortex Strikes Back, The 
Official Strategy fiuide when you for 

$21.95*/ That's a 63% savings/ Cotta have that/ 

To order by mail, send a check or money order made payable to: 

Dimension Publishing • P.O. Box 6570. Folsom. CA 95763-6570 
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Striving for "Perfection? "Dimension Publi$h.ing $ 
got the answers to your questions on the games 















Destroying your enemies 


ISN’T ENOUGH... 



"...very impressive indeed." 

-rc'/M 


As Raziel, stalk the shadows of 
Nosgoth hunting your vampire 
brethren. Impale them with 
spears. Incinerate theritavith 
torches. Drown them in water. 
No matter how you destroy 
them, you must feed on their 
souls to sustain your quest - 
the ruin of your creator, Kain. 





Seamless gameplay: No load times 

Shift real-time between the material 
and spectral planes 

Dark gothic story 


"Vampire fans get ready - Soul Reaver 
could be the ultimate thriller..." 


-QamePro 














ss anyone selling releases from 
of support them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



